# ishrae , radius, raedaens 
# color array

colors = {
    'black': '\033[30m',
    'red': '\033[31m',
    'green': '\033[32m',
    'yellow': '\033[33m',
    'blue': '\033[34m',
    'magenta': '\033[35m',
    'cyan': '\033[36m',
    'white': '\033[37m',
    'bold': '\033[1m',
    'underline': '\033[4m',
    'reset': '\033[0m'
}
import time 

# Define the ship's inventory
ship_inventory = []

# Function for slow typing effect
def slow_type(text):
    for char in text:
        print(char, end='', flush=True)
        time.sleep(0.03)
    print()

# Function to handle picking up items
def pick_up_item(item):
    ship_inventory.append(item)
    slow_type(f"You picked up the {item}.")

# Function to display inventory
def display_inventory():
    print(colors['green']+'')
    if len(ship_inventory) == 0:
        slow_type("Your inventory is empty.")
    else:
        slow_type("Inventory:")
        for item in ship_inventory:
            slow_type(f"- {item}")
    slow_type(" ")
    
# Example usage
print(colors['red'] + 'Hello, world!' )
print(colors['green'] + 'This text is gree')


def start_room():
    print("You are in a dimly lit room. There are two doors ahead.")
    display_inventory()
    choice = input("Enter 'left' to go left or 'right' to go right: ")
    
    if choice == 'left':
        # Call the function for the left room
        left_room()
    elif choice == 'right':
        # Call the function for the right room
        right_room()
    else:
        print("Invalid choice. Try again.")
        # Restart the current room
        start_room()

def left_room():
    print("You enter a small library. There is a bookshelf and a desk.")
    print("On the desk is a blank book made of glass.")
    choice = input(("(Pick) up book, (Read) Titles., (Leave) room."))
    if choice == 'Pick':
    	
        pick_up_item('a book from the desk in the library')
        print(" ")
        left_room()
        
    elif choice == 'Read':
    	print("")
    else:
      start_room()
    # Left room interactions and choices
    # ...program ends so far
     
def right_room():
    print("You step into a grand hall. There is a chandelier hanging from the ceiling.")
    if "a book from the desk in the library" in ship_inventory:
      slow_type("You found my book!")
    # Right room interactions and choices
    # ...program ends so far 

# Start the game by calling the initial room function
start_room()
